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THE BLUE: 
1863, the Army of 


Fe In the weeks before the fateful day of July if 
"commander, General George Meade, was conte 
rd Pennsylvania. 
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Robert E. Lee directed his Army of Northern Virginia to advan ; 
s aah his ragged, hungry army wt 


Army into a decisive battle. 
he was unprepared for the three bloody days of uncontrolled violence 


reasons. The first was to feed and supply 
rich land. The second was to lure the Union 


nt to follow the mo 


i he two ar. 
t pushed towa Elements of the t 
Felting alon but these clashes paled in comparison to 


Be fi hting along the way, : 
f Bare them in the small farming town named Gettysburg. 


ce into Pennsylvania for two 


into the national memory as the Battle of Gettysburg. 


The Battle of Gettysburg began, 
not with a bang, but with a whimper. 
It started on July 1, 1863 as a minor 
skirmish between some Confederate 
infantry brigades looking for shoes at 
Gettysburg and two Union cavalry 
brigades keeping track of enemy 
movements. By July 3, it had grown to 
monumental proportions, consuming 
some 50,000 Americans as 90,000 
Union soldiers hurled themselves 
against 70,000 Confederate troops. 

GETTYSBURG: The Tuming Point 
is the most detailed and realistic com- 
puter simulation of this decisive battle 
ever made. Using a refined version of 
the critically acclaimed system first 
seen in SSI’s Battle of Antietam™ this 
game recreates the three-day battle in 

42 turns. 

Refinements to an Already 

Superb System: We’ve added many 

tefinements (some of which were the 

excellent suggestions of Battle of Antie- 
tam players) to make this game even 
better than its successful predecessor. 

Here are some examples: 

* A precise command control system 
that more accurately reflects the 
effects of leaders on the battlefield 

¢ Ammunition points 

* More realistic fatigue rules 

* Combat is resolved down to each 
individual soldier, including every 
artillery man 


troop positions. 


Historical Accuracy and Detail: 
The way the real battle fed upon itself 
and grew from a skirmish into a full- 
blown war is accurately portrayed. 
This is an exciting game of a meeting 
engagement, where few units 
confront one another, then more and 
more troops are thrown in on both 
sides until two full armies are em- 


broiled in deadly conflict. to use. 


Screen displays shown are from the APPLE® 
Displays from other computer(s) may vary. 









Action on the first day of battle, July 1, 1863. Union sol- 
diers are withdrawing from Gettysburg to Cemetery Hill 
to fight a delaying battle. Here, military symbols mark 


Dawn on July 3, the last day. Confederate and Union 
positions at Little Round Top are displayed using icons, 
an alternative to military symbols that players may elect 







the Potomac under its new 


vement of the Confederate 
mies did engage in savage 
the terrible battle that 


th the bounty of this 
That he did, but even 
that would be seared 
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A variable reinforcement feature, 
where divisions and corps can become 
available up to four hours earlier or 
later than the historical schedule, 
simulates the uncertainty of battle 
that commanders actually faced. 

A slight departure from history, 
for the sake of a more interesting 
game, allows cavalry divisions to be 
used in this battle. 

Three Games in One: Battle of 
Antietam was praised for its remarkable 
quality of making a complex subject 
easy to play for beginners and expert 
gamers alike. GETTYSBURG: The 
Tuming Point is no different. 

It is actually three games in one. 
The Basic Game, with simple rules 
and options, is for anyone who wants 
to get into the action without delay. 
(A separate Tutorial is available for 
the novice.) 

The Intermediate and Advanced 
Games allow you to make more ice 
complex decisions and deal with oe 
more intricate rules. But playability is 
never sacrificed. As an example, line- 
of-sight is simplicity itself: Press the 
“V” key and all the squares a given 

unit can see are instantly highlighted. 










































Two Players or Solitaire: During 
solitaire, the computer can play either 
or both sides. Can you replace Robert 
E. Lee and turn the Battle of Gettys- 
burg from a Confederate defeat into 
victory? As the commander of the 
Union Army, can you better what 
General Meade accomplished by 
preserving victory at a lower cost in 
human lives? 

The answers are right here in 
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(Numbers in parentheses refer to diagonal 


TERRAIN 
Clear 
Town 
Woods 
Stream 


Moves — directions 2, 4, 6, and 8. Ignore 
the numbers and letters Printed in green for 


the BASIC game. P = Prohibited.) 


DIS CAV. CAV. ake 
2(3) 1(2) 2(3) 
6(9) 3(5) 3(5) 
5(7) 3(5) 10(15) 
3(5) 2(3) 3(5) 

Bridge (1) 2(3) 1(2) 2(3) 

Road bonus (2) 1(P) 1(P) 1(P) 

Enter higher +2 143 

elevation (3) 

Melee: Att. (4) 2 2} P 

Change mode 2 2 NA 

to column/ 

mounted/ 

limbered (5) 

Change mode 
to normal/ 
dismounted/ 
unlimbered (5) 

Move ZOC +8 
to ZOC (6) 

Enter or leave +2 
enemy ZOC 

Fortify 

Fire phase 

Melee: Def. 


ART. 


Inzjtne! Iqeh Une} tas) lawl e, 


nr 


Notes: 

1. Units using the road bonus pay only 1 
Operation point to enter. 

2. Diagonal moves are not allowed using the 
road bonus. To use the road bonus, infan- 
try must be in column mode and artillery 
must be in limbered mode. 

. Units using the road bonus pay only 1 
operation point to enter a higher elevation. 

. A unit must fire at the square it is to melee. 

. Mode change for CAV ART is 2 to limber 
and unlimber. All units add 2 to change 
mode in enemy ZOC. 

. You must move onto a friendly unit. 


Random of 0 or 1 
dependent pro- 
portionally on 
effectiveness 

Fortify one level 20 

Lose 2 casualties 

Per Force March 

Leader dies in unit 

Routed unit passes through 

Infantry or Cavalry fire 

Artillery fire 


Movement into another 
square 


NOTE: units with over 600 men in them will 
gain proportionately less fatigue up to 1000 men. 
For example, a 600-man unit gains 1 fatigue 
point per 2 losses (50% of casualties turn into 
fatigue). A 900-man unit would gain 1 fatigue 
per 3 men lost (339). 





TARGET LOCATION FIRE MOD. MELEE MOD. 


Clear 

Woods 

Higher Elevation 
Town 

Bridge/Stream 

FIRING UNITS LOCATION 
Bridge/Stream 

All Others 


SPECIAL CONDITIONS 


1.00 
0.80 
0.80 
0.80 0.80 
1.00 1.00 
FIRE MOD. MELEE MOD. 
1.00 0.80 
1.00 1.00 
FIRE MOD. MELEE MOD. 


0.80 1.00 


1.00 
1.00 
0.80 


Target Dismounted 
with Carbines 
Firing Unit Has <6 O.P. 
Target Unit is Flanked —1,20* 
Firing Unit is Disrupted 0.30** 
Firing Artillery Adjacent 0.10 
to Target 
(both in woods) 


Firing Unit Out of Ammo 0.30** 
MODES 


0.75, 1.00 
12 Oe 
0.30 


1.00 


0.70 
FIRE MOD. MELEE MOD. 


1.00 1.00 
0.50 0.50 
0.60 1.50 
0:50** 1050**** 
1.00 1.00 
Limbered OO? OSS 


Dismounted 0.75 1.00 
eee iin nent A SND sO vs 
* During Final Defensive Fire, the modifier 
is 0.5 for the flanked unit firing. 
** May only fire during Final Defensive Fire 
and with these modifiers. 
*** The flanked defender in Melee and Final 
Defensive Fire has a modifier of 0.5. 
The flanker has a modifier of 1.2. 
**** May only defend in Melee and with this 
modifier. 


Normal 
Column 
Mounted 
Routed 
Unlimbered 


Rifle 

Musket 
Rifle/Musket 
Carbine 
Shotgun 
Pistol 


ke) 19) (=) (oe) fe) fe) [0 


12 lb. Napoleon 

3” Rifled Gun 

3” RG/12# N 

10 Ib. Parrott/12# N P/N 
10 Ib. Parrott P10 
3” RG/1O Ib. Parrott R/P 


Penne OF O]O 


The number under the range column is the 

number of men lost per 100 men for small arms 
fire and per one gun forartillery. These numbers 
are further modified by the various strength/ 
casualty modifiers. 
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©1986 by Strategic Simulations, Inc. All rights reserved. 


Leader Bonus: Direct Modifier, A | d 
with bonus of 20 would givea modifier of 12. 
Density: 1% more casualties per 12 men when 
more than 650 men are in the square. 1% less 
casualties when less than 650 men. 
Fortification Level: The firing unit is modi- 
fied by 10% per level that the target is fortified. 
A level of 5 would give a modifier of 0.5, 
Effectiveness: Direct Modifier. An effective- 
ness of 55 would give a 0.55 modifier. 
Fatigue: Direct Modifier. Fatigue of 20 would 
give a modifier of 0.8. 

Command Control: Direct Modifier. 

A rating of 1.1 would give a modifier of 1.1. 
Visibility: Direct Modifier. Visibility of 60% 
would give a modifier of 0.6. 

Artillery Men: Each gun is assumed to have 
16 artillery men to support it. When artillery 
fires, it receives a proportionate modifier based 
on the number of men it needs to fully support 
agun. A Union artillery unit with six guns would 
need 96 men to function fully. Ifit lost 19 men, 
the unit would receive a modifier of 0.8, 
Random Modifier: Modifier of 0.9 to 1.1 
determined randomly. 


All modifiers are cumulative as shown in 
the example below: 

A firing unit with the conditions below 
would receive the indicated modifiers (all 
modifiers are multiplied together): 
— Firer has less than 6 O.P. 

— Target in woods 

— Target on higher elevation 

— Firer in column mode 

— Target has carbines 

— Firer has 75 effectiveness 

— Firer has 15 fatigue 

— Firer has leader bonus of 15 
—Firer has command control of 1.3 
— Random modifier is 1.0 


TOTAL 0.18 


A unit above with 1000 men would fire with 
a strength of 180. (With rifles at range one, it 
would kill 10 men.) 


| MELEE RESULTS _| 


The attacker’s modified strength is divided by 
the defender’s modified strength to determine 
the odds which govern the losses sustained 
and retreats in melee. The odds of 2 to 1 are 
considered the break-even point. The de- 
fender or attacker (not both) may retreat ; 
according to the chart below. The defender is 
checked first and then the attacker (provided 
the defender does not retreat). 


CHANCE % CHANCE 
ATTACKER DEFENDER 
RETREAT RETREAT 


0.75 
0.80 
0.80 
0.50 
0.80 
0.75 
0.85 
1.15 
1.30 
1.00 








ODDS 


<0.3 
0.3 to 0.49 
0.5 to 0.99 
1.0 to 1.99 
2.0 to 2.99 
3.0 to 3.99 
4.0 to 4.99 
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Two complete games in one: 
Fight the naval battles of both 
World War | and World War I! 
in incredible detail and 








“Computer Gaming World” 
1985 Best Game: All Wea- 
ed on the Russian 






Selling tactical game. 













Choose from 79 classes of war- 
ships from the Allied & Japanese 
fleets in this comprehensive 
simulation of surface naval 
warfare from 1941-45, 





in KAMPFGRUPPE™ was the 
definitive simulation of 
Russian Front armored 







\ 





warfare; BATTLEGROUP is 
the ultimate Western Front game. 






A simulation of truly monumental 
\. scale, so detailed every division 
\\ in the entire 1941-44 Russian 
campaign is accounted for! 

A wargaming milestone! 









The final word on armored 
warfare of the 1990's: 
Almost all weapon types 
of the U.S., West Germany, 
England and Russia are included. 













APPLE, advanced 
ay Gary Grigsby 


























tank-to-tank and squad- 
4A to-squad combat on the 
Eastern Front, France 1940 
and North Africa. 


APPLE, ATARI, 
664/128, MAC. 
Advanced. 

py Ed Williger & 
Larry Strawser. 


Command ten Germans or 
». ten GI's in super-realistic 
man-to-man combat. 
New, improved edition is 
40x faster than before! 


APPLE, C-64/128. 
Advanced. 
By Roger Keating. 


, Last in the “Superpowers” 
5 series: With Soviet armor 
: frozen solid, guerrilla 

counterattacks by NATO’s 
ski troops may save Norway. 


APPLE, ATARI, 
C-64/128, IBM. 
Intro/Inter/Adv. 
By David Landrey 
& Chuck Kroegel. 





“Family Computing” 1986 
» Strategy & Tactics Game of 
the Year. Also 1986 Charles 
Roberts Best Military/Strategy 
Computer Game. APPLE disk is 64K. 


AWARD. \Sa 
WINNER! 














B Catve open a corr 


Germany to rescue its 
Ped troops in Berlin 






US.AAF™ Simulates the day- 

light bombing of industrial targets 

‘ and weapons factories in Nazi- 
Occupied Europe by the 
U.S. Army Air Force. 















The Battle of Shiloh was Grant's 
first real trial by fire. It was a 
Se€-Saw affair that could have 
gone either way. Now, you 
determine the outcome, 





By David Landrey 


A grand-tactical simulation of the 

& Civil War's bloodiest day. The 
Sexe. battle unfolds in detail so real 
you'll feel like you're playing 
a miniatures game! 












By David Landrey 
















| 
| | Y 


PANZER STRIKE!™ takes you back to World War II 
where you fight armored battles of the highest 
detail SSI has ever offered: each unit represents 
either one tank or a squad of infantry. No wargamer 
worth his salt can pass up this game! 





(415) 964-1353 
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ROADWAR EUROPA™ conjures up a 21st-century 
Europe held hostage by maniacal terrorists. They 
have already destroyed one city with a nuclear 
bomb and threaten to detonate five more across 
the continent. Your job — stop them! 
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11,700 


28 guns XX 3,073 


XX _ 3,201 XX 3,488 XX 3,507 


XX__ 5,248 


XX __ 4,228 









T STATISTICS 
Rae CURSOR MENU | unirstarisrics | 


3 first unit in a square, you 
When you access the le): 
= d ; lay (example): 
(1) = Plots ammo on/off for arallety ais sen a hen discligs the will see the following cae ae 
> = units only. hee : NFED DAVIS — A 5 
4 ) a centers map on unit. aides ie DSN AMMO:6 MEL-Y MRL-60 FIRE 17,34 
4 (1-8) = Moves unit in desired direction as (0) = Centers map a ei : ‘d NORMAL OP:7 DIR:5 ADV:N 
indicated by the compass, changing (1-8) = Mewes cursor in desire: CLEAR (1) _X,Y:16,34 
its facing automatically. eS iT ; heGontederte 
a (X) = Double Time (adds to the unit (T) = Removes units from map to ihe display above shows thatt ae Et: 
a more operation points at a cost of see terrain. unit, DAVIS—A, is INFANTRY wit 
fatigue). 


(S) = Stops time clock. is not DISRUPTED, has 6 AMMO points, is 
(D) = Prompts you to input a new facing (C) = Exits to Combat Phase (Press 


plotted for MELEE, and has a MORALE of 60. 
(1-8) for the unit. 


this key when you are finished The unit is plotted for priority FIRE at square 
7 (L) = (Advanced Game Only) Displays a 


moving.) 17,34. It is in NORMAL mode, has seven 
menu with the name of the divi- (SPACE = Accesses first unit in square if remaining operation points, is facing DIREC- 
. sional or corps commander attached BAR) _ friendly. Command Menu for TION five, and is not plotted for ADVANCE. It 
and allows you to transfer that that unit is now active. is ona clear square with an elevation of 1. The 
leader if you desire. The menu also (P)age = Second menu. On this menu sie BuaInite) SEWER gti NOt coordinates 
allows you to go to the divisional will be displayed ammo pools 166 fletherehisialCompacechowinpdirecn one 

OF corps commanders. In this menu, for infantry and artillery. Also Bee cae endiiacine! 
you may also toggle a division displayed are the commands ac- A second page of unit statistics may be 

204 commanded by that leader on or cessed from the Cursor Menu. 
7 


off for ammo resupply. 


accessed by typing “P”. 
(2) Abort = The cursor will return to the ac N 
(I) = All units that belong to the same last square that a unit was CONFED Cae ae ae ME 
ie division as the accessed moc seatesce HO) vi 


be inversed. The square with the 


(R) econ = Pressing this key when the RFL EFF:60 FT:0 
divisional leader will be inversed cursor is Over an enemy unit CLEAR (1) X,Y:16,34 CORPS:A.P. HILL 
and blinking (Advanced Game). will display an approximate The second display above shows that the 
en you press this key you will strength of the units in the Confederate unit, DAVIS — A is INFANTRY 
also be able to set the fire plourod ett hes with 501 men. The unit has a FORT value of 0, 
all units in that division or artillery (S) top = When playing with time limits, is in NORMAL mode, and has COMMAND 
to “No Fire” or “No Plot.” this command stops the time CONTROL of 1.0. Its weapon type is RIFLE, 
(A) = Plots the unit to advance if given clock. EFFECTIVENESS is 60, and FATIGUEO. Itis on 
a SP por anltyain\fireiphases\or UO oie aoe ei a clear square with an elevation of 1 on X,Y 
melee. ; ale, : : : 
(M) = Plots the unit to melee in the ammo, or who are disrupted, coordinates 16,34 and belongs to A.P. Hill's 
direction of facing. giving you the option to access cOtps 
(F) = Takes you to the Target Menu 


those units to move them. 
which allows you to set a priority 


fire square. 
(S) = Changes the mode of the unit, 





(B) = (Advanced Game Only) Builds (OO AVN D) CONTROL IBN) SH PROFICIENCY 
seen one level of fortification, EFFECTS 
: = ce ne] (V) = Allows you to view all squares in 






& COMMAND CONTROL 


the LOS of the accessed unit 


| (squares are inversed), Cc OP een RANDOM AND MESSAGE GIVEN 
4 (T) = Removes units on map to view EEE RATING EFFECT 
nee ~ 
iin _ 
eT, 


ON SCREEN 
{ terrain underneath. , ie ie = i 5-15 = —0,3 Leader confused!!! 
_ a (P) = Displays the other Page of unit 10 ri 10 16-25 = —0,2 Leader indecisive! 
_- a ~< Statistics. fs =-— 29der ca ~ 
— ~ ee ome . (H) = Displays Help Menus. 09 = 9 eee on vaeses morons 
Sa x = (U) = Accesses next unit in the same 08 = 8 ——_—___*ader con SAcey confident. = 
“ We | square, 0.7 = 7 
Ree | (N) = Accesses next unit in the unit order 0.5 t00.6 = 6 
er (the unit orders are listed in the 
es — = ie a - 


| Order of Battle), 
(2) = Abort move. The unit you have 
accessed will return to its original 
Square, facing, and mode with its 

original operation points and fatigue, 

(Q) = Exits Command menu 


Cursor Menu. 


VVC 6) MO) 3 BND) DKS 








The chart below shows the cost in command 
points per square the leader is fro 
making the tange check. 


OTHER HALF 
OF BRIGADE DIV. CMDR. CORPS CMDR. 
Conf. 10 


5 ] 
Union 10 10 


1 (10) 
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and goes to 

































































































